PARTY CONTRACT BRIDGE

Table 1 to the stand behind Table 6. Each N-S pair should
check this movement of trays by making sui-e that it plays
the trays in exact numerical sequence.

For an even number of teams above 14, the movement
should be converted into an odd number by inserting an
imaginary or phantom team, which is assigned to the
highest numbered table. The movement progresses exactly
as though that team were present, but each E-W pair sits
out when it comes to the highest numbered table, and each
N-S pair sits out when it would normally play the E-W
pair of that number,

TEAM SCORING

In a match between two teams, the winner may be deter-
mined by the total number of points won or by the number
of match points won. In a game of more than two teams, the
match-point system should be used.

In, tabulating the scores it is customary to enter the score
made by the N-S pair of a team in the upper left-hand
corner of the square, and the score made by its E-W pair
on the same tray in the lower right-hand corner of the same
square. If these two entries give a plus total, the match is
won; if a minus total, the match is lost; and if exactly zero,
the match is halved. One match point is awarded for each
match won and ^ point for each match halved, and the
team with the greatest number of match points is the
winner.

PARTY CONTRACT BRIDGE

DUPLICATE FOR HOME PLAY, AND COMPETITION

NOT IN DUPLICATE

The forms of duplicate play described in the laws and in
the appended article on Duplicate Movements and Scoring
are readily adapted to home play. Special games suitable
to a small number of tables, or emphasizing the social above
the competitive element, are described in the following

For a single table, the available games are replay dupli-
cate and pivot bridge (nonduplicate) . For two or three
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